caups Y 


Slip Quiz 


Equipment: 


Prepare a large number of slips, each containing a question and an answer, 
and a set of the following rules for each player: 


Rules: 

Ask a player a question from one of your slips. If he can answer the ques~ 
tion, give him the slip. If he cannot answer it, keep the slip, but tell him 
the answer. 

Do not ask the same question again until you have used all your slips. 

The person you questioned must now ask you a question, to give you a chance 
to win a sliv from him. 

Do not ask the same person again until you have asked everyone else present. 

If you should lose all your slips, vet more from the director. 

The player with the most slips in 20 minutes is winner. 


Note:--In preparing the slips, write questions of every kind, literary, biograph- 
ical, biblical, historical, and of local and contemporary interest. Following 
are a few suggested questions to aid in preparing slips: 


Who made the first American Flag? (Betsy Ross.) 
What nation is called the Celestial Kingdom? (China.) 
Where was the Irish potato discovered? (America.) 
Who wrote "Love's Labor Lost"? (Shakespeare. ) 

Who was the great proponent of Evolution? (Darwin.) 
When was the Colony of Jamestown settled? (1607.) 
Which is the wooden anniversary? (Fifth.) 

Who wrote "Thanatopsis"? (Bryant.) 

Which is the Keystone State? (Pennasylvania.) 

Who was the "Hoosier Poet"? (Riley.) 

Who was president in 1906? (Roosevelt.) 

What is the largest empire in the world? (British.) 
13. Where was the Red Cross organized? (Switzerland. ) 
14. What nationality was Alfred Nobel? (Swedish.) 

15. Where is the largest Library Building in the world? (Washington, D. C.) 
16. What is the Roman Numeral for 500? (D.) 

17. Who wrote "The Rubaiyat"? (Omar Khayyam.) 

1é. Who was the oldest signer of the Declaration of Independence? (Franiclin.) 
19. How far away is the moon? (About 239,000 miles.) 

eO. From what college did Washington graduate? (None.) 

el. What is the world's greatest steamship? (Leviathan.) 

e2. What is America's longest river? (Missouri.) 

e3. Who wrote "Up from Slavery"? (Booker T. Washington.) 

eh. What American general was found guilty of treason? (Arnold.) 
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Compiled by Mary A. McKee, April 1935 


Note: 


Slip Quiz (continued) 


Who said "Give me liberty or give me death"? (Patrick Henry.) 
What was Lincoln's mother's name? (Nancy Hanks.) 

What is the world's best seller? (The Bible.) 

What was the former name of New York? (New Amsterdam.) 

How long is a rod? (16 feet, 6 inches.) 

Who was Great Britain's first Labor Premier? (Ramsey McDonald.) 
What country leads in coffee production? (Brazil.) 

Who wrote "The Last of the Mohicans"? (Cooper.) 

What is the highest peak in the world? (Everest.) 

Who wrote "Les Miserables"? (Victor Hugo.) 

What was President McKinley's favorite hymn? ("Nearer My God to Thee.') 
How many acres in a square mile? (6HO0.) 

When was the San Francisco Earthquake? (1906.) 

Who is the "Plant Wizard"? (Burbank. ) 

Who wrote the "Recessional"? (Kipling. ) 

What is the tallest building in Europe? (Eifel Tower, 1000 feet.) 
Who discovered the tomb of Tutankhamen? (Lord Carnarvon. ) 

What nationality was Jacob Riis? (Danish.) 

Who invented the cotton gin? (Eli Whitney.) 

What is the lowest point on the globe? (Dead Sea.) 

Who gave the Statue of Liberty to the United States? (France.) 
Whose picture is on the One-Cent Stamp? 

Who wrote "Rip Van Winkle"? (Irving59=—— 

Who discovered the X-Ray? (Roentgen.) 

What city was saved by the cackling of geese? (Rome.) 

Who wrote "America the Beautiful"? (Katherine Lee Bates.) 

Who invented the wireless? (lfarconi.) 

What prophet is reported to have been fed by a raven? (Elijah. ) 
Where are the greatest diamond mines found? (South Africa.) 

Who fiddled during a great fire? (Nero.) 

Who invented the aeroplane? (Wright Brothers.) 

What flower is the emblem of England? (Hose.) 

Who invented the phonograph? (Edison.) 

What is the state flower of Kansas? (Sunflower. ) 
What president's son became president? (Adams. ) 
Who wrote "Acts"? (Luke.) 

What is the longest river in the world? 

Who said "I came, I saw, I conquered"? (Caesar.) 
Who was the leader of the Reformation! (Luther.) 
What creature never sleeps? (The ant.) 

Who is the most noted Chinese philosopher? (Confucius.) 
Who invented the telegravh? (Horse.) 

What is the Lone Star State? (Texas.) 

Who invented the telephone? (Bell.)° 


This list may also be used for baseball questions. 


Pebble Ghost 


This is an excellent outdoor game to use for the rest period between strenu- 
ous games. Seat the group in a circle, each secure for himself 10 pebbles which 
he places on a leaf before him. 


The game is started by one of the players naming any letter he wishes to, 
all letters named being in the correct order for the spelling of some word, not 
@ proper noun. As he names the letter he discards one pebble, tossing it into 
the center of the circle. The player at his right then names any letter he chooses, 
likewise discarding one of his pebbles. The third does the same and so on around 
the circle. 


The player who must necessarily end a word of more than three letters cannot 
discard a pebble. He must name the letter, however. ‘The next person after the 
ending of a three-letter word may continve the same word to form a longer word or 
May start a new word. 


If the person whose turn it is next doubts whether there is any word which 
can be spelled with the letters which came to him he may challenge the person to 
his left and from whom the last letter came. IF there IS such a word the chal- 
lenger receives a pebble from the person who met the challenge and the person to 
the right of the challenger starts another word. If there is no svcn word the 
challenger gives a pebble—to—the-one challenged. 


The object of the game is to avoid ending words, which prevent the discard- 
ing of pebbles. The last one to discard his last pebble is the ghost. This com- 
pletes the game. This is anadaption of the familiar game, Ghost. 


Crossing the Delaware 


Two teams of six to twelve players line up. Have two goal lines about thirty 
feet apart. io. 1 of each team has two pages of a regular size newspaper in his 
hands. When the whistle blows, he lays one page on the floor and places both feet 
on it. Then he stoops over and places the other page on the floor as far in front 
of himself as he can reach and step. Quickly he steps over on it, putting both 
feet on it, and then ho turns and picks up the other page and goes through the 
same action, advancing towards his goal line as rapidly as possible. When he 
reaches his own goal, he turns and starts back. Then he gives both pages to No. 2 
of his team who starts out Crossing the Delaware on ice. The team finishing 
first wins. The paper must still be intact, but it can be torn. This game re- 
quires double quick action and creates great excitement for both players and 
spectators. Plays about ten minutes with success. 


A Motor Romance 


A number of games usually used with pencil and paper will be found more en- 
joyable if used orally. 


For instance, use the following as a responsive reading~-the players respond 
with the word in parenthesis: 


Alice and her beau one day 

Went riding in his (Chevrolet). 

Her beau was fat, his name was Frank, 

And he was somewhat of a (crank). 

It was too bad he wasn't smarter, 

But he couldn't work the (starter). 

She showed him how, the little dear, 

And also how to shift the (gear). 

Away they went, but something broke; 

‘Twas just a measly little (spoke). 

He fixed it with a piece of wire; 

Then something popped, it was a (tire). 

‘Twas mended soon, but next ker-flop 

They struck a branch and smashed the (top). 

"Dear me," cried Alice. "That's too much !! 
tL Then something happened to the (clutch). 

And next, poor Frank,“uniuekydub,. 

Just grazed a rock and mashed a (hub), . 

They crossed a brook but missed the ford, 

And sank down to the (running board). 

"Oh. Frank," cried Alice with a squeal, 

"T think we're going to lose a (wheel)." 

They climbed a hill, and then 'twas seen 

The tank contained no (gasoline) . 

They coasted downward toward the lake, 

But Frankie couldn't work the (brake). 

They struck a post a moment later 

That almost wrecked the (radiator). 

So both climbed out and poor old Frank 

Bought gasoline and filled the (tank).. 

And gathered up from road and field 

The fragments of the broken (shield). 

They fixed the engine tight and snug 

And had to use a new (spark plug). 

Just then he slapped at a mosquito, 

And dropped a wrench on the (magneto). 

‘Twas useless then to sweat and toil, 

Nothing would run excépt the (oil). 

They journeyed home with Frankie pushin! 

While Alice sobbed upon a (cushion). 

So poor Franit's hopes were doomed to blight, 

And Alice married (Willy-S. Knight). 


Detouring 


Draw a very large copy of the diagram on the floor, or make card- 
board signs and space them about the circle. Allow ample room in the center 
for the leader to stand. Have pianist, whistle or bell. 


Players are divided in a number of equal teams, which stand in relay 
formation facing the starting point (X). 


Go back to 1 Go to 9 
Go to 13 PE Gove) al: 
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Start again ee Start asain 


Go back to 7 Go to lO 
a i N -00 to 7 

Go back to 9 se ees COU Ol 

Go back to 10 Go to 6 


Music is played, as for "Jerusalem" with frequent stops. When the music 
is started the first player from each team starts at one, and proceeds around the 
circle counter-clockwise. When music stops (or bell rings), all must stop stock 
_ still ("freeze") where they are. Each one then proceeds forward or goes back 
as the directions in that particular division of the circle call for; (one may 
advance to 14, another go back to one). From the center, the leader can help 
direct those who are not sure which way to go. Players may cut across center 
to get back. 


When the music starts again, the players all resume the race for new 
positions. When the first player of a team has completed the circle, he touches 
off the second player. Each space must be stepped on, and a player may walk 
as fast as he cares to. The team first completing the circle wins. 


Note: By changing the directions, and eliminating the "Start again" and music, 
this might serve as an obstacle race, in which each one would have to follow 
all directions. For example, start at one, go to six, then 11, then back to 
seven, then to nine, etc. 


A Puzzle Treasure Hunt 


Take two comic postal cards from the five and ten cent store and cut 
them into puzzles of eight pieces. Keep each puzzle or picture separate, and 
place each of its pieces alone in an envelope. In each envelope place also a 
slip of paper with instructions as to where the next piece of puzzle—-treasure 
may be found. The envelopes are hidden inside or outside in such a way that 
difficulty for finding is equalized. Envelopes as hidden and instructions 
must correspond. Number ones were not hidden but were given to the captains 
of the teams. 


Those present are divided into two equal groups and elect a captain. 
To the captains are given envelopes number one. At a given signal the hunt 
is on. All are eager to know what they are going to have when all of their 
envelopes are found and the puzzle pieced together. The competition makes it 
interesting; no prize or premium is offered. 


This might be used as an announcement of refreshments, an engagement, or 
simply a puzzle entertainment. 


Nursery Rhyme Charades 


Divide into convenient groups which get together and prepare a dramatiza~ 
tion, pantomime or otherwise, of some nursery rhyme. Assemble after 10 minutes 
and call up the groupsin rotation. 


The following are quickly prepsred: 


Jack Sprat Simple Simon 
Little Jack Horner Mary's Little Lamb 
Miss Muffett Jack and Jill 


Others which might appear include: 


Ding Dong Bell Three Blind Mice 

Hickory Dickory Dock Hey Diddle Diddle 

Old King Cole Little Boy Blue 

Polly Put the Kettle On Jack Be Nimble 

dumpty Dumpty Ride a Cock Horse 

Little Bo-peep Three Little Kittens 

Tom the Piper's Son Pussy Cat, Where Have You Been 


funnel Race 
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A group of twenty or more players may form a double-etrele-of-partners. 
facing each other and holding hands to form arches through which others can 
run, or the TUNNEL. One extra player runs around the circle through the | 
tunnel until she comes to a couple which he wishes to tag. He tags them 
simultaneously and stops between them. The tagged cowple breaks hands and 
each runs to his own right (in opposite directions) around the circle 
through the tunnel formed by the other couples. They pass each other at the 
opposite side of the tunnel and race on to their places in the circle. Mean- 
While the person who was "it" steps into one of the places left vacant by the 
racing couple and extends his hands in front of him. The first runner to 
reach and grasp his hands becomes his partner and the two form an arch 
immediately. The other runner continues around the tunnel and tags another 
couple. The game continues as before. 


Get Up 


A contest for boys against girls. Players are seated in a large circle. 
While a lively march is played, a boy starts the game by tagging some lady and 
saying "Get up which she immediately does. She then tags some boy, and says 
"Get-up." This continues until the music stops suddenly. If a girl happens 
to be up at that instant, it counts a point for the boys; if a boy is up, it 
counts for the girls. Continue until one side has 15 points. The music must 
be stopped unexpectedly and started promptly. No one is allowed to tag anyone 
seated next to him on either side. 


Hunt the Sheep 
Players Stand in a circle, except one extra player called the "shepherd." 


The shepherd starts the game by walking around the outside of the circle 
and touching one player on the shoulder. He asks of this player: "Have you 
seen my sheep?" The player than asks, "What does he look like?" The shepherd 
replies by telling something about the appearance or dress of someone in the 
circle as, "He has black hair" or "He wears a red tie." The player who was 
touched tries to guess whom the shepherd has in mind as he adds more details 
to his description. When he finally guesses correctly, he must chase the per- 
son described, who leaves the circle and starts running immediately upon hear 
ing the shepherd's "Yes." Both must run around the outside of the circle. If 
the chaser catches the sheep before he gets back to his place in the circle, 
chaser becomes shepherd; if he does not, the sheep takes the shepherd's place. 
The shepherd never runs, but joins the circle as the runners start. 


r Art Exhibit 
The following "Masterpieces" can be easily be prepared by placing the articles 
on tables and boards with an appropriate label. Bright-colored paper for a back~ 


ground is desirable. This feature may be placed in a hallway with one-way traffic. 


A Drive Through the Wood (nail through board) 
2. Sweet Sixteen (16 cubés Of “Steere 


3. A: Worn Traveller (old shoe) 

4. To Cover Defeat (shoes or stockings ) 

5. A Swimming Match (match floating in water) 
6. The Light of Other Days (candle or oil lamp) 
7. A Perfect Foot (12-inch ruler) 

&. A Morning Caller (alarm clock) 

9. An Absorbing Subject (a sponge) 

10. Can't be Beat (potato) 

ll. We Part to Meet Again (scissors) 


lé. The Four Seasons (salt, pepper, mustard, 
cloves) 

13. My Own, iy Native Land (pile of soil) 

1h. Flower of the Family (sack of flour) 

15. A Striking Subject (hammer) 

16. Ever of Thee I'm Fondly Dreaming (money) 


Newspaper Entertainment 


A group of boys and girls between 16 and 20, who usually feel there can 
be no fun at a party unless they play bridge or dance, can thoroughly enjoy 
themselves at a house party in this way. 


Select an editor from the group and give each one pencil and paper 
and a job writing for a newspaper, assigning different sections: current 
events, society news, funny sections, church news, advertisements, editorials, 
etc. Spend about three-quarters of an hour having a good time writing up the 
paper. When finished, put the paper together and read. 


Cup and Bottle Relay 


Very exciting and very wet. Use only outdoors or where floors will . 
not suffer. 


Form two or more lines of equal numbers, with a bucket of water and a 
cup at the head of each line. At the foot place a milk bottle. 


At the starting signal, the player nearest the bucket dips up a cup of 
water and passes it down the line. The last one pours it into the bottle, 
runs to the head of the line, and so on wntil the milk bottle is full. 


Flower Puzzle 


Take an old seed catalog and cut out pictures of flowers. Paste them 
on numbered cards. Provide players with a card numbered down one side to 
correspond to the card numbers. 


Pass the cards around, or have the players move around to locate the 
cards, and write down on their own lists the names of the flowers. The per- 
son having the largest number correct wins the prize which might be a small 
bouquet of cut flowers. 


This is also very interesting to use at a children's party by substi- 
tuting vegetables in place of flowers. 


spot 


Equipment: 

(1) A board, or linoleum about 18 inches 
square, marked as on diagram, with 
scores indicated for each circle. 

(2) A rubber sink stopner (suction type) 
costing ten cents. The board is 
placed flat on a chair seat, or on 
the floor. The board is more attrac- 
tive if rings are painted bright 
colors. Center circle should be at 
least an inch larger in diameter 
than the rubber stopper. 


Object: To toss sink stopper so it will land, smooth side down, on the board 
in three trials from a distance of six to ten feet. The score is determined 
by the edge of the stopper that touches a circle farthest from the center. 
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Gem Pen Polo 


Equipment: A six-compartment muffin pan (from ten-cent store), and six 
one-inch cubes cut from hardwood. One of the following numbers is printed on 
each of the six sides of each cube: 0, 5, 10, 15, 20, 25. The pan may be plac- 
ed on a chair in a shallow box to catch wild shots. 


Toss cubes so they will remain in cups of the muffin pan. Each person 
tosses all six cubes from a distance of five to ten feet. 


Score is obtained by totaling numbers facing up within the pan. More than 
one cube may be in a cup. 


Note: This game is called "polo" to hide its resemblance to poker. 
Ball Bounce 


Pounce five balls on floor and have them land in a basket from a distance 
of ten to fifteen feet. Score five for each ball inside--25 points extra if 
all stay in. 


“Equi pment 
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(1) Five rubber balls varying in size from tennis ball to one six 
inches in diameter. (Even use a golf bali if one is convenient.) . 


(2) A waste paper basket, large pail, or box completes necessary 
equipment. 


The Lost Chord 


Players are all called to one end of the room and are instructed to face 
the wall and close their eyes tightly to give the leader an opportunity to hide 
a small piece of string in plain sight (which he makes believe to hide but only 
places on his coat lapel or in some other prominent place on his own person). 
As soon as any player discoveres the lost cord he is permitted to take his seat 
and watch the others hunt for it. 


Dime on Nose 


Offer free dime to anyone who can do this. Ask an individual to lie 
flat on his back on the floor or a sofa, head raised slightly by pillow. Lay 
a dime on his nose so that it is in a perfectly horizontal position. Then 
ask him to wiggle his nose, without moving his head, until the dime falls off. 
(It can't be done.) 


Good for first comers and amusing to spectators. 


Making False Teeth 


"Have you the stunt of making-false teeth in any of your kits? ‘We've tried 
it and found it quite a hilarious fun maker at our community meetings. We gave 
a piece of pink wall vaper cleaner for gums (modeling clay may be used) and a 
handful of yellow corn for teeth, to each guest. Surprising how many present 


forgot that molars were double 


Boiled Ess Trick 
Boil a hen's egg and remove the shell. Drop ea match into a milk bottle to 
burn out the oxygen and create a vacuum. Set the egz on top of the bottle, it 
will be drawn slowly through the neck. To remove tip the bottle up so that the 
egg falls against the neck of the bottle, blow into the bottle. ‘The egg acts as 
a valve and keeps the air in. Remove the bottle quickly from the lips and the 
pressure. from within will snoot the egg out. 


Translation 


Divide crowd into groups. Dictate--or have mimeogravhed--a story written 
so that letters in each word are transposed. A story will read something like 


wt I See 


Herte saw a wotn lija, dan“ti—tedheeartes sonimpen, cte., etc. 


Rearrange letters in each word to make sense. 


The Six Nails 


Puzzle: Arrange six nails so that each 
one touches all of the others. 


Equipment: Six ten penny nails. 


Solution: As shown in the cut. 


Printed in furtherance of the Agricultural Extension Act 
approved by Congress May 8, 1914. H. W. Mumford, 
Director, Agricultural Extension Service, 
University of Illinois 
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